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For safe use of this product, carefully read the following section of this manual and the 
Precautions section of the instruction manual supplied with the PSP handheld 
entertainment system before use Retain both this software manual and the instruction 
manual for future reference 


Health precautions 


• When operating the unit, play in a well-lit room and keep a safe distance from the screen 

• Avoid prolonged use of the system. Take a break of about 15 minutes during every hour 
of play • Do not use the system when you are tired or short of sleep • When using 
headphones, do not turn the volume up before putting the headphones on Also, do not 
listen at loud volume levels for extended periods of time Stop using the system 
immediately if you experience any of the following symptoms If the condition persists, 
consult a doctor • Lightheadedness, nausea, or a sensation similar to motion sickness 

• Discomfort or pain in the eyes, ears, hands, arms, or any other part of the body 


Use and handling precautions 


• This disc is PSP format software andismt ended foruse with the PSP handheld 
entertainment system only If the disc is used with other devices, damage to the disc or to 
the device may result • Depending on the software, a Memory Stick Duo™ or Memory 
Stick PRO Duo™ (both sold separately) may be required Refer to the software manual for 
full details • Do not use while driving or walking Do not use in airplanes or medical facilities 
where use is prohibited or restricted • Set the PSP handheld system's wireless network 
feature to oft when using the PSP on trains or in other crowded locations. If used near 
persons with pacemakers, the signal from the PSP handheld system s wireless network 
feature could interfere with the proper operation of the pacemaker • If paused images are 
displayed on the screen for an extended period of time, a famt image may be left 
permanently on The screen • Store the disc m its case when not in use and keep in a place 
out of the reach of children If the disc is left out this may result in warping or other damage 
to the disc • Do not leave the disc in direct sunlight, near a heat source, in a car or other 
places subiect to high heat and humidity • Do not touch the opening on the rear of the disc 
(recording surface of the disc, see drawing) Do not allow dust, sand, foreign objects or 
other types of dirt to get on the disc • Do not block the opening with paper or tape. Also, 
do not write on the disc • if the opening area does get dirty, wipe gently with a soft cloth • 
To clean the disc, wipe the exterior surface gently with a soft cloth 

• Do not use solvents such as benzine, commercially-avaiiable 
cleaners not intended for CDs, or anti-static spray intended for vinyl 
LPsasthesemaydamageihedisc •Donotusecrackedor 
deformed discs or discs that have been repaired with adhesives as 
these may cause system damage or malfunction • SCEA will not be 
held liable for damage resulting from the misuse of discs 


E|tt<ng dbc 


Press the right side of the disc until it is in the position 
shown in the drawing and then remove it If excess force is 
applied this may result in damage to the disc. 


Ing the dit 


Insert the bottom side of the disc and then press on the top 
side until it clicks into place. If the disc is not stored 
properly, this may result in damage to the disc 

PlayStation" and the "PS" Family logo are registered trademarks and "PSP" and "UMD aie 
trademarks of Sony Computer Entertainment Inc "Memory Stick Duo" and "Memory Stick PRO 
Duo" are trademarks of Sony Corporation 



0 

Recorded surface 


ULUS 10017 














GETTING ST1RTED....______ 

SMUG UP. 

OUlCH-STflRT GAME SUMMRHY 
OEPHULT CONTROLS SUMMARY 

DEFAULT 6RHE CONTROLS._.... 

Till control. 

Help screen__...___ 

THE GAME CAMERA. 

Default camera zoom and rotate 
Camera modes 

MAIN MENU. 

Neu) one player game 

lino player game____ 

Load game_____ 

Options menu 

GAME STRUCTURE. 

Ttie inorid hob menu.. 

The 1st urorld NEON - tutorial levels 

Level select menu___.____ 

Basic target for all levels.... 

SUMMARV OF LEVEL SELECT STRUCTURE 
THE SCORE SYSTEM 

COLOR MIXING RULES__ 

Color mixing examples 

PLAYING BONE PLAYER GflflE__ 

ln-game status uiindoin (one player)___..._ 

Pausing Hie game during a level...^... 

Level finished menu____ 

Failing a level. ^ f 

Saving a game..L 

PLRVIRG R TWO PLRVER GAME ._ 

ln-game status unndoui during huo player games_ 

Setting up a turn player game .. 

Joining a turn player game..... 

LEVEL OBJECTS RNO ELEMENTS 

MERCURY CREDITS. 

TECHNICAL SUPPORT 


.-.J 

_ 3 

_ .4 

__S 

..J 

_ G 

_I..7 

.7 

_.7 

_ 

..I 

_ I 

—I 

__ I 

_ 8 

_ 8 

_ 8 

... 8 

.. II 

__ .0 

__ .12 

___ 13 

_ 13 

__ H 

-..H 

.is 

-.IS 


.15 

. 16 

_ 16 

. 17 

. 

M 

. 9 























































































ejecting Sfdrt-ed 

Right side view 


fill 


aoxd- 

buttons 


|-POWER/HOLD switch 

tdV 


Front view 


Disc cover DC OUT connectors 



Sel up pi PSP™ handheld entertainment system according to the instructions in the manual supplied uiitti 
the system turn the system on The power indicator lights up in green and ttie Pome menu is displayed Press 
the OPEN latch to open the disc cover Insert the Archer Maclean s* Mercury* UNO™ disc with the label facing 
the system rear, slide until fully inserted and close the disc cover From the PSP handheld s home menu, select 
the Game icon and then the UMD icon. B thumbnail for the software is displayed Select the thumbnail and press 
the X button of the PSP handheld to start the software Follow the on-screen instructions and refer to this 
manual for information on using the software 

NOTICE Do not eject a UMD while it is playing 

Memom Stick Ouo™ 

Raining' Heep Memory Shch Ouo media out of reach of small children as me media could be swallowed by accident 
lo save game settings and progress, insert a Memory Shch Ouo into the memory shch slot of your PSP handheld 
Vou can load saved game data from the same memory shch or any Memory Shch Duo containing previously saved 
games 































































Quick-Sfcart- Cjcame bummarg 


lest your tilting dexterity against 72 levels of liquid mayhem spread across G game morlds! 

(Ill G game morlds are accessed through portals around a central game HUB When starting a 
neui game, only Neon [the first morld] is open because it's a tutorial World the simple levels 
mithm guide you through elementary tilt control, use of colors, basic object interaction and 
so on (III tutorial levels must he completed to access the tougher levels in World 2 
and beyond. 

You can load or save an entire game almost at mill, so you can quickly pick Mercury up and 
carry on exactly inhere you left off It's very addictive and hours mill fly hyl 

Each morld consists of 12 levels divided into 3 time-based. 3 Percentage-based. 3 task- 
based missions, follomed by 2 Combo Levels, and finally t Boss Level 

to unlock the next morld. you must complete all levels mithin the current morld 

Once you complete a level, you mill get a Score based on time remaining, percentage of 
Mercury saved and tasks completed, mith a bonus multiplier applied to the level type and 
multiplied by the morld you have reached the top S Scores per level are automatically 
saved 

there are many unlockable levels activated by improving your rank or progressing through 
the game these hidden levels are designed to be ingenious and extra tough 

WLBN turn player mode adorns every level to be played head-to-head against a friend. 

Vou both share the same level and you see your opponent as a semi transparent blob this 
mill help to iudge mho's in the lead Very addictivel 









Defcsulf Controls Summary 

Hold the SELECT button to shoui the Help Screen unttiin a level Controlling the game is simple. 
Vou simply move the analog stich to tilt' the levels and guide your various colored blobs 
around. 

The game has camera controls for view rotate, zoom, and blob focus Vou can use these to 
control mhether the game is lootung at the main blob close up. or stepping bach to see all the 
blobs at once. 

•Press the L and R buttons to Zoom in/out 

• Press the □ and O buttons to Rotate left/nght. 

• Press the A and X buttons to move the camera up/down 

• Press the left/right directional buttons to Blob Focus. 

Press the START button to pause the game and adjust various game, control and camera 
options 

Press the HOME button to quit bach to the PSP'“ system's home menu That's it - enjoqi 








De^fcault* Cjcame* Controls* 


The control configuration screen is available by selecting Control Options from the Ham Henu 


This screen summarizes each game control and ujhicli primary colors combine to form secondary colors. 
It is also possible to reconfigure some of the button controls by pressing the directional buttons 
up/doum to sboui alternative control layouts Vou must press the X button to confirm the neui layout 



TILT C0N1R0L 

throughout the game, you guide the Hercury around by simply tilting the tray tuith the analog stich The 
more tilt you apply to the level, the faster the Hercury mill flom. It s that simple 

HELP SCREEN 

Press and hold the SELECT button to see the Help Screen during any level The Help Screen mill shorn you 
the color mix rules and give you a description of the objects you mill encounter during the game 













The Gamp Ccamerca 


Generallq speahmg. [he view on [he screen follows qour main blob as i[ moves ahoul [he 
level Vou can zoom in and oul and ro[a[e around it. 

There are limes when [he mam blob will splil inlo many separale smaller blobs, eilher 
because you need [Item lo. or because Ihey have become Irapped By defaull. [he game 
camera will pull bach lo deep everylhing in view 

DEFAULT CAMERA ZOOM 1ND ROTATE 

The A. O. X and □ buffons conlrol The following opfions: 

□ buffon / O burton Rotate Camera Left / Right 
A buffon / X buflon Raise / Lower the Camera view 

R buffon / L button Camera Zoom In / Zoom Oul 

CAMERA MOOES 

The direchonal buffons conlrol Ihe camera mode and whal ihe camera sees The A. O. 
X and □ buffons change fhe fill of the view. 

The directional buffons up/down foggle befween single-blob focus 
and mulfi-blob focus. 

The direcfional buffons left/righf foggle fhe camera focus befween 
fhe separale blobs on fhe fray. 

This icon momentarily appears on the screen when you have switched fhe 
camera to mulfi-blob focus. The camera zooms out to get all Mercury blobs 
in view and will automatically zoom in if the blobs merge or fall off of fhe 
edge. 


This icon momentarily appears on the screen when you select the camera 
to looh at. or focus, on one Mercury blob Vou can lump between all blobs by 
pressing fhe directional buffons left/right When loohing at one blob, you 
can zoom in very close. 


In single-blob focus mode, any unseen blobs on fhe level will be indicated by arrows pointing 
to them offscreen. 


















Mcain Menu 



NEW GAME 

When you select NEW GAME a nein one player gome mill be started from scratch and any previous game 
progress, set-up data or scores held in memory that have not been saved mill he lost 

The game pies you douin into the main World HUB. around mhich are the 6 portals into the uiorlds beyond 
Initially, only one portal is open - this is for the NEON World Neon is a tutorial area in mhich you mill 
learn horn to select levels. Then you mill he stiomn 12 simple levels These levels mill introduce you to 
basic concepts of tilting, color blending and splitting Vou mill also be introduced to interaction rnith 
common game obiects such as Paint Shops to change your blob's color, moving Poors, smirch-activated 
gates and so on. 

Initially, only the lomest levels of each type are accessible, mith all others locHed as shomn by a red X 
Vou can only access these by sequentially completing the lomer levels 

lino Player Game 

Ibis option sets up o huo player gome using Itie HLRN connection In Itils mode, luio people play the same 
level in a competitive manner on turn separate machines Each player sees their opponent as a semi¬ 
transparent blob This shoms mho is minning. losing or in a mess) During turn player mode the game s 
status display shoms tmo sets of tlercury-remaming levels and tmo tasks completed, but only one 
shared countdomn timer 

Please refer to the special Tmo Player section later in the manual for more information 

Load Game 

Select the Load Game option to load a previously-saved game 

Options Menu >• 

This is available from the Main Menu and also the in-game Pause Menu From this menu, you can adjust 

the settings for Camera rotate [90 degrees. 45 degrees or free movement), anil adjust the volume 
settings for sound effects, background music and Mercury sounds 

_ 












Dame Structure 


The World Hub Menu 

Mercury contains 6 inoflds of 12 levels each. maHing 72 levels In total These moilds are arranged in 
difficulty order around the edge of the game s central control HUB 

You see the Huh as soon as you start a neui name, hut you return to the Huh hy leaving a morld's Level 
Select Screen, or after starting a brand neur game The Huh shows the 6 World Entry Portals If the portal 
is open, you can enter the Level Select Screen shourn through it Each portal unit only open if you have 
completed all 12 levels in the ujorld before it If you complete the 12th level in a uiorld. the game shours 
a short video and guides you out to the World Huh. looking into the next uiorld s open portal 

The World s names are Neon [easy tutorial uiorld]. Quartz, flqua. Kero. Helios, and Nano [the hardest] 

The 1st Horld NEON - Mofial Levels 
When you start a neur game only the portal into Neon the 
Tutorial uiorld. is open Neon levels are very simple They 
introduce you to the basic aspects of gameplay. such as level 
tilting, color blending, color activated switches and gates It 
also demonstrates moving floors and other elementary otyect 
interaction skills that you need to learn in order to survive Many tutorial levels can he completed in 
seconds, uihereas some higher world levels will take a lot longer 

Each time you start a level, the game flies you around the level to introduce you to its layout 

You can skip to the start hy pressing the button However, in tutorial levels, you will see instructions 
explaining the time limit and main goal 

Level Select Screen 

The Level Select Screen shows a rising her of 12 levels per 
world These are split into 3 RACE, 3 PERCENTAGE and 3 TRSH 
levels, then 2 Combo Levels and one Boss Level 

You start off at the bottom and unlock the higher levels hy 
completing the lower ones Locked levels are shown hy a red X Use the directional buttons to tump 
about Start a level with the X button Pressing the button will yuit back to the World Hub 

Completing the Boss Level involves solving all level obiectives as well as battling a new game obiect or 
feature, ifc requirements will be tight When you complete Boss Levels, the game plays an introductory 
video to thtaxt world and places you back in the World Hub. facing the newly unlocked World Portal 


















Race Levels 

are primarily about horn fast you can complete the level before time runs out 
Rs ttie level begins, (tie maximum time is displayed and it aluiays counts down fl 
warning sound unll be beard 10 seconds before it reaches zero. On Race Levels, 
saving your entire blob is not as important as the time tahen to get to the finish 
Smaller blobs travel faster, however, you will lose points for losing some Mercury 
[he level will end if you run out of time, or if the Mercury level falls 
below the minimum 

■i Percentage Levels 

require that you preserve as much of the Mercury blob as possible Heep an eye on 
the Mercury level meter in the status display, as it will show the minimum required 
limit needed for level completion If your level falls below the minimum, you will 
fail the level the countdown timer is more generous than on timed Race Levels 
because blob preservation is the main aim 

mm Tash Levels 

have a number of beacons that need to be activated using colored switches and 
other devices The further you progress, the more puzzling these levels will become 

^m Combo Levels 

combine two main objectives Race and Percentage or Percentage and Tash. and are 
designed to test shills from earlier levels. 

■m Boss Levels 

combine all three objectives Completing a Boss Level will unloch the next world 

Rs you progress through the game, all the times get tighter, the minimum Mercury levels increase and 
the number of tashs goes up If you can complete World 6 Boss, you are probably from another planet 

Basic Target for Dll Levels 

Ihe aim is to get as much Mercury across the level in the shortest time possible Some levels end with 
a single colored switch In this case, you have to maneuver one tiny blob of Hercury onto the switch in 
order to light up the end beacon In addition, the Hercury has to be the same color as the switch Other 
levels have pressure switches that can only be activated when you get a certain amount of Hercury onto 
the switch Heep the Hercury on the switch while the counter goes up until the attached beacon 
activates. If your mam blob is not big enough to fully activate the pressure switch, then the count up 
bars will stop before they reach the end Some levels have multiple tash beacons. These can be 
completed in any order The level is finished when all are lit up 









Bummcarij of Level 
Belief Structure* 



Boss Level 

This is (tie final level in a world 

You must complete dll requirements for Rdce. Percentage and lash 
Good luch! 


fox 

■I y.f 

Combo 1 

Combo 2 

Rn advanced level whose aim is a 

Rn advanced level whose aim is a 

combination of both Race and 

combination of both Percentage saved 

Percentage saved 

and activated Task beacons 

▲ 


Race Level 3 
Again similar to level 2. 
but tougher still 


Race Level 2 
The aim is the same as 
Level 1. but the tash mill 
be tougher 


Race Level 1 
Get the minimum 
amount of Mercury to 

the Finish Flag as fast 
as possible. 



o 


E9 


Percentage Level 3 


Task Level 3 


Another step up in 


More difficult still 


difficultq compared to 


Activate all beacons to 


Level 2 


complete the level 


Percentage Level 2 
The requirements are the 
same, the challenge 
more frickq 


Percentage Level 1 
Get as much tlercurq as 
possible to the Finish Rag. 
but keep an eqe on the 
timelimit 



Task Level 2 
This time, it's more 
difficult to light the 
beacons 



Task Level 1 

Use the tlercurq to activate 

task beacons mithout losing 
too much or running 
" nil of time 


elevpn 


















































The* Score* Sig£.te»m 


Vou are awarded a score only when you successfully complete a level 

Each of the 72 levels has its own hi-score fable Ihe scores attained are unique to that level and are not 
comparable to other smaller or larger levels There are plenty of ways to maximize your scores 

(III 72 hi-score tables are updated whenever you save your game, so you can build up and improve your 
whole score history with time 

nt the start of a new game, the initial top four hi-score entries are set to values achieved by players 
during Mercury testing, so to get the top spot you II have to be pretty good) 

This numerical score is based on the three hey level-type objectives - time remaining [to the nearest 
1/I00th of a second], the amount of Mercury left [to the nearest percent], and how many tashs you 
completed [between 1 and 6 task beacons lit] there is also a bonus multiplier depending on the level 
and world numbers 

the time part of the score awards you 100 points for each second remaining, so if the time remaining 
was 109 seconds, then the score will be 1.090 points 

The percentage part of the score is 25 points per percent of Mercury left on the level at completion, this 
gives a maximum of 2.500 points 

the fash part of the score gives you 500 points per activated task beacon, including the level end 
beacon Host levels have one beacon, but some of the more complicated ones have up to 5 beacons so 
it's possible to get 3 000 points 

the bonus multiplier only applies to the level type component part of the score On Combo or Boss Levels, 
this multiplier can be applied to two or more of the component parts because they are levels where you 
have to concentrate on two or more objectives such as time and Percentage So. a time and Percent 
Combo Level in World 4 completed with 18 seconds to spare and with 60/ Mercury remaining and 1 tash 
complete would earn [18x100] x 4 + [60x25] x 4 + 500 13700 points 

Tip: 

Have you gotten a top 5 finish in the hi-score list but can t seem to get close to getting in the top spot? 
Have you completed all level tashs and finished without losing any Mercury, but there always seem to 
be a couple of scores better than yours? Looh for shortcuts! 


>r 













Color Mixing Rules 


For the purposes of the gome Mercurq appears os silver mtien it s mode up of any mixture of me three 
primary colors--Red Blue, and 6reen 

Rny combination of Red. Blue, and 6reen Mercury mill form a silver blob, regardless of ttie 
quantities involved 

When different colored blobs are mixed me original colors are lost and me blob becomes me neiu color 
tbrougbout fbe image beloui explains this 



Color Mixing Examples 

• If a small Red blob is mixed until a large Green blob, me resulting blob mill be pure and 
me size mill be equal to the turn blobs in total 

• If a small tldpfft blob [made up of Blue + Red] is mixed rnitti a large 6reen blob, the resulting 
blob mill be ilvei 













Pltayinq c 3 One 3 Plc3i je 3 r Game 


II the stall of each level, you null have a quantity of Italy on a tray By simply tilling the tray using 
[tie analog stick left, right, up or doiun. the Mercury mill flour around 

to complicate matters, various odiecls are positioned on the trays to help or hinder your progress In 
some cases they can do both 

these ohiects may have a different visual appearance in each urorld. hut their functionality is the same 
throughout the game 


In-Game Status Window [One Plaijet] 


During a level, all the information you need is presented to you hy this status area on the left of 
the screen 



lime: 

Shows the time you have remaining to complete the level 
Complete the level before the time runs out This flashes red and 
makes a warning noise in the last 10 seconds 


Mercury Level 

This gauge shows how much Mercury you have Rs Mercury is lost or 
destroyed, this gauge unll drop you almays start mith 100/ 


Percent Required 

Rll levels require you to keep a certain percentage of Mercury active 
on the level the minimum limit for survival is shomn by the turn 
yellow arroms on the Mercury gauge If your Mercury level falls belom 
the Percent Required level, the level mill end 


task Beacons 

Rll levels require you to complete certain tasks in order to finish the 
level Rt the start of each level, the number of black boxes tells you 
horn many tasks you must complete 
Rs you complete each task, the black boxes light up to inform you of 
your progress 













Pausing the Game During a Level 

Press toe START burton during a level to bring up toe Pause Menu The Pause Menu allouis you to catch 
ijour breato from toe liquid mayhem and also gives you access to a number of game options 

• Resume level after a break 

• Restart toe level from toe beginning sbouung 
toe level intro and task details again 

• Camera options 

• Change audio volumes 

• Quit current level and return to toe 
Level Select Screen 



Level Finished Menu 

When you successfully complete a level, toe Finished Menu mill appear From this menu you have toe 
folloiumg choices 

JHj • Play toe next 

| * Retry the level 

,j V ^ I • Return to Level Select 

|a|B * Save toe game 


• Refry toe level 

• Return to toe Level Select Screen to 
select another level 


Failing a Level 

If you fail a level, you mill be given toe option to 



Saving a Game 

If you mish to save your current game status and all of your current scores, select this option and follom 
toe on screen information The game mill only save toe locked/unlocked status of completed levels and 
mill not save toe partial progress through individual levels 



















PldLjinq c 3 Two Pl<3ye»r Game 




The odiect of a duo player game is simple - 
finish Hie level before your opponent and 
before time runs out) 


If one player fails or loses too much 
Mercury over the side, then die other player 
automatically mins! 


Vou both play the exact same level, starting at die same time midi tbe same initial time / percentage / 
tasH limits as shouin on die tuio player status display beloiu 


Vour opponent s Mercury is indicated on your screen by a ghost blob midi an arrorn above it mhich 
shorns you die color size and position of your adversary This becomes very useful mhen your opponent 
has split up into many smaller blobs Also you can use the ghost blob to see if your opponent has 
sacrificed half their original blob to get a little extra speed 


Either player can concede a game, or if both players decide to concede at once, the game mill be a dram 


Win. lose or dram, the client must mait mhile the host decides mtiether to play another level, or to restart 
the current one 


In-Game Status Window During Tuio Player Games 

The Status Window used in duo player games is slightly different than the 
version used in one player mode Vou are both sharing the same level and 
time limit, as men as the Percentage and Task requirements 


This bar indicates the amount of Mercury you have left, midi tasks 
completed indicated belom (leftside) 


This bar indicates the amount of Mercury your opponent has left mith tasks 
completed indicated belom [right side). 


Because both players are on the same level, the yellotu arrorns for 
UMOimum target percentage mill almays be the same 


The task beacon total mill be the same for both players. 


However there are nom tmo sets of indicators side by side so that both 
players can quickly see who's got the most Mercury left and horn many 
tasks have been completed Vou can use this to mork out their strategy 
























A player can choose to Start a Network Game [host], or 
Join a network Game [client] 


the player who starts a game waits for someone to join 
that game If the host chooses to decline the client that 
attempts to loin, the host is returned to a "waiting for 
player to |om" state and the client is returned to the list 
of started games 


Once the host accepts a client, both PSP systems are 
connected to each other If this process fails, please 
move the PSP systems closer together 


Setting Up a Two Player Game 

• Please ensure the WLRN switch on the PSP system is set to ON. otherwise you will not he able 
to start or loin a two player game 

• Note on network performance If the client notices a break or littery movement 
in the menus or during two player play this is most likely due to network 
performance degradation Under these circumstances, please move the 

PSP systems closer together and remove any obstructions between them 


Notes About Iwo Player Games 

- The Pause Menu is not available during the level introductory fly-by 
and Network Synchronization 

- If either player notices a break in movement of the other player s ghost blob, this is 
indicative of the network performance degradation Under these circumstances please 
position the PSP systems closer together and remove any obstructions 

between them 

- Choosing QUIT during the game will DISCONNECT both players from the two player 
game and return both to the Start Menu 


Hosting a luio Player Game 
The first thing to do before you start a multiplayer game 
is enter the name you wish to use Press the directional 
buttons left/nght to select the character to change, 
then press the directional buttons up/down to change it 


s»eve»nfe»€>n 














The host mill then choose mhich modd and level to plan 
Both players get a display shouting the current score 
Vour score is shornn on the left in white and your 
opponent s score is shornn on the right in red 




When the host chooses a level, the level mill load and 
play mill commence 


NOTE The levels available in a tmo player game are those available in the host s single player game so 
you may mish to load a game first in order to have more levels available to play 


Joining a Ituo Plaijer Game 

The fust mini) lo do Before gou start a muitipiager game 
is enter the name you mish to use Press the directional 
buttons left/right to select the character to change, then 
press the directional buttons up/domn to change it 


If you |om a multiplayer game. Mercury mill search for 
available games and present you mith a list, indicating 
the host s name and the completion percentage of their 
Mercury game The completion percentage is a good 
indication of horn many available levels the host 
mill have 


Vou then choose mhich game you mish to |oin and press 
the X button to confirm Vou must then mait for the 
host to either accept or decline the reyuest 






J lf the host accepts the reyuest to tom. you must mait for 
the host to select the level to be played the tmo player 
game mill then begin 

If the host chooses to decline the client, the host is returned to a waiting for player to torn state and 
the clienT is returned to tie list of started games 


B y, 
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Colored Smirch 

Activate (tie colored suntcti by moving Mercury of the same color onto 
if The sanfch mill tie connected by flux lines to a nearby gate or other 
device, uitiich mill then activate These smitches can be a variety of 
colors, including plain silver 

Beacon 

Lights up mhen a lash is successfully completed They are clearly 
visible because they stand above the surrounding level details They 
are activated by colored smitches or pressure smitches connected to 
them by flux lines 

Pressure Smirch 

These only activate mhen you move a certain amount of Mercury onto 
them This causes the chevrons to light up sequentially If you do not 
have enough Mercury on the suntcti. the lights mill stop short of the 
end You also have to beep the blob on the smitch until all chevrons 
have illuminated 

Paint Shop 

Change the color of your Mercury to that displayed by the Paint Shop 
by passing through 

Flux Lines 

These pomer lines connect smitches and other elements together so 
you can morh out mhat is controlling mhat They animate at different 
speeds depending on mhether they are active or not 

Flux Transmitter 

These devices come in pairs and are used to activate distant obiects 
that are too far amay to be Imbed mitn a normal flux line Mhen they 
activate, they rotate and fire a beam of energy at the receiving unit to 
activate a nearby element Vou must match where they point in case 
the receiving unit is out of sight 


Only Mercury of the same color as the filter can pass through a filter 
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Door 

(Wows access to new areas of ttie Iraq, but ttiese open and close 
depending on nearbq switches or are timed to open and shut at regular 
intervals Some doors slide open or shut depending on the tilt of the 
level itself 

Platform 

these move at different rates between two unconnected parts of the 
level and can be used to transport Nercurq around 

Pile Otiver 

Pile Drivers strike downward at regular intervals if qou get caught in 
one. it will scatter qour blob all over the nearbq area or even off the 
traq itself Be verq careful getting past this device 

Pusher 

iheq miqht be slow, but theq are as destructive as the pile driver Iheq 
can push qour tlercurq right over the edge or into oncoming Mercoids 


This simple character rolls around in a preset manner stopping to 
change direction when encountering anq obstacles, including tlercurq 
Stan will alwaqs turn to the right when his path is blocked Therefore 
qou can persuade him to roll onto switches and other devices where 
qou might not want to take qour Nercurq 

Spinner 

there are a vanetq of spinners that either move in fixed angular steps 
or rotate about their center, depending on how qou push them around 

Gear 

Similar in nature to the spinners, with the exception that theq can onlq 
rotate 90 degrees at a time and usuallq need to be activated bq nearbq 
switches or flux transmitters 

Grav Bender 

This device lies dormant until qou get near it When triggered, it 
shimmers into view and drags nearbq Nercurq blobs upwards bq 
inverting the local gravitq field You can use them to fling Nercurq 
across gaps in the traq or over walls, bul if qou stag in the middle of 
them theq can stick qour Nercurq to the underside of platforms When 
this happens, the Nt controls are also inverted, not lust The gravitq. 
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Jacob's Ladder 

These are high energu devices charged mith millions of volts of 
electricity Get loo close lo mem and you mill have chunks of your diod 
vaporized until there s nothing left It s yuite a shoching device. Put 
mere are mays around them once you knorn tneir behavior 

Mercoid 

This nasty little character actually liHes eating Mercury If you stray 
too close to a Mercoid you rish having a piece chemed off 

lilf Bridge 

This bridge can he used to reach inaccessible areas of the tray They 
are lomered by dropping some Mercury onto the small lomer scoop 
Sometimes, you mill need to recover the Mercury used to drop the 
bridge, as it may be required later 

Elevator 

Used to transport Hercury to different Poors of the tray hay be 
activated byasmitch 

Teleporter 

hove your hercury underneath one of these and it mill gradually 
teleport to another area of the level that might be unreachable by 
normal means Some Teleports may be One Hay only Mahe sure you re 
going to the correct place before you decide to try it out 

Vacuum Pipe 

Vacuum pipes are sometimes fixed and sometimes move around in big 
circles If you get too close to the entrance funnel you mill be 
gradually suched up. moved along a vacuum tube and spat out the 
other end these devices can be useful, or treated as a hazard' Vou II 
have to rnork that out mhen you get there 
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Morris Butler 

Rrcher Maclean 

Rde Smith 

Research and Development 

Production 

Jed Mayers 
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Graeme Monh 

Programming learn 

Audio Coding 

Jed Mayers (Head of R&O] 

Gordon Hayes 

Ed Bradley [Head Coder) 

Jeb Mayers 

flde Smith 

Rde Smith 

Fred D RourHe 


Rich Turndull 

Music and SFX 

Ste Butcher 

John Hancoch 

Marti Webster 


Hieren Bloomfield 

Design 

Morris Butler 

Rrcher Maclean 

Gordon Hayes 

Neil Wigfield 

Steve Jones 

Rich Hancoch 

Gareth Ihomas 



Testing 

Rrt and Special Effects 

Dave Nernson 

Orem Northcott [Head Rrtist] 

Steve Chimes 

Bela Lund [Lead Rrtist] 

MiheWatt 

Chris Sharpley 


Dan McCaul 

Hardware Support 

Nina Simeone 

MiheWatt 

John Moss 


Hev Wichs 

Special Thanhs 

Rich Hancoch 
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Norm Chung 

Nathan Lance 

Marti Rntony 

Tom Davies 

Antonio Flores 

Badgers (Rndrem) 


Bev Souter 

Tools Development 

Linda Maizie 
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Mercury Credits, 


Ihe Reindeer 

Special thanks to 

John and Linda 

Shino and Elise Gratz 

Nich and Sarah 

Ignition Entertainment Ltd UH 

Rod and Helen 

Viiay Chadha 

PJ and Helseq 

Greg Baverstoch 

Ihe Flying Baguette 

Jim Phillpot 

Otto. for. mell. being cute n fluffy 

Peter Rollinson 


Oanny Bailey 

Female Support Crem 

Richard Coohe 

Sylvie 

Ismail Essack 

Liz 

Manoi Humar 

Magali 

Simon Insull 

Wendy 

Phu lien 

Justine 

Joy Sreeraman 

Rnne Marie 


Matilda 

With thanks to 

Sue 

Ignition Entertainment Ltd Japan 

Joanne 

Haz lakeshita 

Hate 


Heather 


Emma 


Ignition Entertainment Ltd [USR] 


President 


Ellen Fuog 


Director of Product Development 


Hen Gratz 


Product Manager 


Michael Horajda 


Blach Sheep. Inc 


Jeff Hill. Ouiner/President 



Packaging Laqour and Manuals 
Hellu-ann Styles 
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Technical Support 









WARRANTY INFORMATION 


Ignition Entertainment Ltd warrants to ttie original consumer purchaser that the medium on which this 
computer program is recorded is free from defects in material and worhmanship for a period of 90-days from 
the date of purchase If a defect covered by this limited warranty occurs during this 90-day warranty period 
the defechve product will be replaced free of charge Please retain the original or a photocopy of your dated 
sales receipt to establish the date of purchase for m-warranty replacement For replacement, return the 
product, with its original pachagmg and receipt, to the retailer from which the software was originally 
purchased In the event that you cannot obtain a replacement from the retailer please contact Ignition 
Entertainment Ltd to obtain support at support@ignitionusa com or [847] 486-9470 

this warranty is not applicable to normal wear and tear Ibis warranty shall not be applicable and shall be 
void if the defect in the Ignition Entertainment Ltd software product has arisen through abuse, unreasonable 
use mistreatment, or neglect Ibis warranty is in lieu of other warranties and no other representations or 
claims of any nature shall be binding on or obligate Ignition Entertainment Ltd Rny warranties applicable to 
this software product, including warranties of merchantability and fitness for a particular purpose, are 
limited to the ninety [90] day period described above In no event will Ignition Entertainment Ltd be liable for 
any special, incidental, or consequential damages resulting from possession use or malfunction of this 
Ignition Entertainment Ltd software product Some states do not allow limitations as to how long an 
implied warranty lasts and/or exclusions or limitations of incidental or consequential damages so the above 
limitations and/or exclusions of liability may not apply to you this warranty gives you specific rights, and 
you may also have other rights which may vary from state to state 

©2005 Ignition Entertainment Ltd 

1701 East Lahe Avenue 
Suite 30S 

Glenview, IL 60025 


Archer Maclean 6 Archer Maclean's Mercury are frademarhs of Archer Maclean used under exclusive license 
by Ignition Entertainment Limited 















